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IMAGE DISPLAY DEVICE FOR GAME MACHINE 
ABSTRACT 

t° the enj6ymeht of playing a game machine by 

i?rpvidmg the means for a pseudo-3D display that requires only a small 
amount of. data, and when in a winning state or reach inbde an 
animated character appears on t^^^ 

Construction: The reel information is called fix)m the memory RiOM by 
theeontrol.,unit{5b) and displays on the so^ett variaMe characters (reel 
sytnbols). Wheaa the gaming machine is in a wihiung state or reach " 
mode the c6nfe)l unit calls the sprite dat& which contains animated 
characters such as "Chance" and displays it on top of i±ie reel 
screen(4a). In this way the reel screen can stiU be seen throurfi the 
animated char^tera. ' 



[CLAIMS] 

A game machine containing an image display device where, responding 
to game information, image data extracted fix)m^ memojy is 
dasplayed^ on a liquid aystal color paneli the gain;? machine being 
characterized by. combining a reel screpn to display on the display 
spreen of the liquid ciystel bolpr paneLa partitioned area consisting o?a 
plurahty of Uxies and coluntm:s that coiitaiii reel symbols, a middle 
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screen to display on the display screen of the liquid crystal color panel a 
baek^und pictxire, and a sprite screen to display on the display screen 
of the liquid crystal color panel animated characters and providing a 
character compositipn indicating means that allows the image data of 
the reel screen, the middle screen and sprite screen that has been 
stored in memoiy to be extracted according to the game state to 
combine the reel screen, middle screen and sprite screen so as to be 
displayed on the display screen of the liquid crystal color panel and, 
providing a specific indicating means that allows the screens in fi^^t of 
the reel screen to display a trianaparent character corresponding to tiie 
game information during reach mode. 
[CLAIM 2] 

A game machine -with ah image display device according to claim 1 
chara«sterized by haying a means to provide animated characters. 
[CLAIM 3] 

A gaiae machine with an image diisplay device according to claim 2 
characterized by having a means to allow the animated character to 
move around the screen in predetermined directions at a fixed speed. 

[Detailed Explanation of the. Invention! 

[0001] ^ 

[Industrial Application] 

The present invention relates to pachinko machines, slot machines and 
other such gaming; devices whereby according to the state of game play 
a pseudo 3-diraensional image can be displayed on an LCD color 
momtor set up within the display unit on the front of the machine 
[0002] 

[Description of Prior Art] 

Like the gaming de^dces above thtey use H^t and sound to increase the 
level of-excitement of playing. For exainple, the images displayed on an 
LCD color monitor installed as the display unit of a paefainlcp machine 
have their patterns and/or colors variously altered aocOrding to ^e 
s^te of game play to thus increase the level of excitement. Specifically 
after pdwereing on, a matrix of 9 partitions divided into 3 reels and 3 
lines or alternatively 6 partitions divided into 3 reels and 2 lines are 
displayed on the LCD color monitor. When pachinko balls fall into the 
wmniiig box, the, reel symbols then start to scroll in a vertical direction 
to ©ve the appeararu:e that they are spinning, after a set period of time 
has lapsed, each reel^ is stopped in sequence with a few seconds 
between each reel. Before the remaining reel has stopped, if the initial 2 
reels have stopped so as to display a predetermined wiiining 
combination of symbols in either a horizontal or vertical direction then a 
reach mode has been obtained. During thi^ reach mode because it has 
now become possible to obtain 3 winning symbols in a specific direction 
depending on what symbol tlie reel stops on> the 2 symbols that have 
caused the game to enetr a reach modie are highlighted on the liquid 
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ciystal color panel to inform the player. It continues that a big win can 
occur if a certain wnning symbol stops on the reel so that a winning 
eombihation of 3 symbols is attained. Once, a big win occurs an 
animated story can be displayed in the liquid crystal color panel to 
increase &e level of enjoyment in playing the game. In other words, the 
point of importance is 16 increase the level of play enjoyment of the 
game machine by giving the player a visuaDy appealing display 
functioni 

[0003] 

To meet siich demands, examples of image di^lay devices for game 
machines is already known from JP05-161759, JP05-22824S. JPOS- 
293245 and JP05-305 173. 

Within these image display devices, the display control unit and the 
game con'bxd imit have been sepajiated, so that when the display control 
unit receives information on a certain game condition from the game 
control unit, based on transformation rules the display tune and the 
symbol combinations stored ui meinory on the display ncontrol unit are 
interpreted and a pliiraliiy of image data are extracted from said 
memojfy corresponding to the certain game condition. It is by this 
method of variably displaying a pliorality of data images on the liquid 
crystal color panel installed in the front center of the gaming h^chihe, 
that the game control unit memory is freed up and secures the game 
qontrol tmit memory from having its iriernoiy capacity being filled with 
inappropriate da:ta and hence allows an increased ability to provide 
greater freedom to display animatibh and a number of backgrounds. ' 



Further, JPQ6-39 11 indicates a game machine and its display where the 
control unit that controls the game machine and its display has 2 or 
more frame memories, the background drawings and character images 
axe stored individually in the frame memories from ROM and ajre then 
compiled allowing variable images to be displayed on the liquid crvstal 

[0005] P^'^^- 
[Problem to be Solved by invention] 

As: shown from the pubUshed documents on image display devicesi it 
can- he seen that cotrespdnding. to certain game information the 
scro^ reels, backgrounds, animation characters, frame images and 
the like are extractjed from memory or frame memory and as each data 
image has to be combined everily onto the Uquid aystal color panel ah: 
inhcsrent problem of having hiagc amounts of data cspecialty if there are 
rnany frames that need to be drawn or that they need to be changed in 
(0005] ^ ^ occur. 

Further, in a pachinko machine with an image display device that has a 
fluctuating probability function, while it is common to differentiate 
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betssreen symbols where fluctuating probability occur and non 
fluctuating probabiliiy symbols occur by using color, it is important to 
point out that if the fluctuating probability symbols are hard to 
recognize then this will affect the enjoyment of the came 
10007) ^ ' 

So, for this invention to solve the problems mentioned above, the 
obj«:tive is to reduce the amount of data requii^ for variable displays 
as much as possible, provide a pseudo 3D display^ where wh^ s^rolUng 
a scroll screen, a iniddle screen and a sprite screen can varfe;bly 
<diange, and where reach mode is obtained a message or a charatter 
can be seen on the sprite or middle screen while allowing the scrolling 
screen to be sieen so aa to increase the level of geuuc excitement 
[0008] 

[Means fcfr Splving.the Problem] 

The image display device of the game machine concerning this invention ' 
is equipped with memory, character composition indicating m^s and 
specific indicating means. The memory stores in advance the im^e 
data used to compose the pseudp 3p images pf the scroU screen, middle 
screen and sprite screen. The character bpmpbsition indicating means 
responding to the scroil; information ^tracts firom memory the reel 
characters, animated characters and displays then on tSie liquid crystal 
color pan^l screen. When a number of winning symbols have been 
obtained and reach mode is entered the specific indicatiixg means is 
designed to draw transparent linages on the screen in front of the scroU 
screen. The said images can be put into aiiimatibn,, and be moved 
across the screen at certain speeds. 

[00Q9] 
[FunctionJ 

It is by this invention that from the reel information, and having the 
sprite screen and the middle screeri in front prthe reel screen, then • 
frbm the reach mode information the sprite screen or the middle Screen 
can display a transparent character such as "chance* while still bang 
able to see the reel symbols. It follows that during reach mode 
compared to . the reel screen, the greater transparerit area on the sprite 
screen and the middle screeri means that there is no need to replace the 
Jairge amoimts; of image and color dat^ of the reel screen resulting in 
giving an improved presence to the display during reach mode which 
improves playaWKty. Moreover,, as the characters are transparent they 
dont need to disappear from the scxeea, Further, by animating the 
chara:ctCT or inoving the animated character arotmd the screen m a 
px-edetemaned direction at a fixed speed broadens the appeal of the 

ihode. 



[Example] 

"me following is an actual example of the invention using Diagram 1 to 
Diagram 7 to explain; Diagram 1 is a block drawing of a pachinko 
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9iachme. as a game machine displaying the game control unit and the 
display control unit. Diagram 2 shows the process of how the image 
display IS created. Diagram 3 shows the composition of the reel scr«S. 
Dia^^ 4 shows the display changes undertaken while in. the pixxsess 
of determmmg ,the prohabiUty of a win. Diagram 5 shows the 
composition of the image display when at the beginning of reach mode 
Digram 6 shows the compositipn of the image display up until tiie last 
reel has stopped. Diagram 7 shows the font-on image of a pachinko 
machme. *^ 
[0011] 

hi regards to Diagram 7, a pachiiiko machine has an outside frame (11) 
to allow It to be installed ini a bank (island) in a pachinko parlor. On the 
front side of the outside frame (11), is attached a front &ame (12). by a 
hmge (not shown) which allows the irsme to be opened and closed 
Attached to tlie outsidq frame (11), on its front dde is a door (12) 
attached by hinge to allow opening and closing. Around the inside edge 
of the front fratne (12), a metal frame (13), is fixed. Attached to the 
metal frame (13), by a hihge(not shown) that aUows it to opened and 
gosed IS a glass frame (14), ^mth has clear gla^ (15), pressed in. At 
the bottom edge of the glass frame (14), is attisiched an upper tray (16) 
Attached to the front frame (12), is a locking device (17), which allbM^ 
the front frame (12), to be opened from the outside frame (11), as well as 
allomng the ^ass frame (14), to be opened from the front frame (12) 
Further, on the bottom edge of the front frame (12), is a baH shooting 
device wid; a handle grip (18), and a lower tray (19), attached. Witiiin in 
l?=.?^n '^^^^^ area (20), is fixed face to face with the dear 

^ass (15 . Withm the centre of the play area (2D), an. image display 
device (2K consisting of a Equid Ciystal color panel (3), is attached. 
Aroimd the image display device (2), within the play area (20), are 
a guide rail^ (21). nails (22), wuidmill lamps (23), windmills (24} start 

^iJ^SV^^'^n.^''?K^^ entrances (27), opening device for 
pn2e balls(attacker) (29), and a losing ball exit (30), are attached 
The operation of the pachinko machine is as follows, balls (not shown) 
are put m Ae lipper tray (16), then by turning the handle gr^ (18), in a • 
particular diction baUs from the upper tray (16). are shot one by one 
onto the guide rail (21) by a shooting device (not shown). The shot balls 
travel along th^ guide rail (18)i to the upper part of the pl^ area and as 
r momentum they fell down into the pl^ area, a§ they 

fall the b^s hjt the nails (22),. the windinill lamps (23). and the 
windmills (24). The balls also faU: into the start feature prize entrances 
(25,25), which makes the imagp disp^y device (2), start. If th^ eiiter 
the prize entrances (27), they are then paid into the upper tray /16) as 
part of the fixed prize balls awarded for the player.. Balls that heiSer 
f^i^'f^i Z^.u^?^ pnz? entrances (25.26), nor the prize entrances 
(27) feU mto the losing ball e»t (30) and losing balls. If a big win is 
displayed on the unage display device (2), after a winning combination 
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of symbols has been obtained then Hie attaeker device's (29), door slot 
(28) , opens and dosc^ aUowing for a greater probability of winning balls. 
The attacker device (29), opening arid clbsingi payotits of fixed prizes 
from the prize entrances (27). the flashing of the windmill lamps (23), 
and the; like are controlled by the ^me control unit (1), described in 
Diagram r 
10012] 

Diagram 1 describes the game control unit (1), and the image dfeplav 
device (2), in detafl. 

The game control vmit (1), ia coinpo^d of a micro computer that 
operates by following a program that has b€*n set up in advance and 
outputs the infoimatipn on each part of the game such as game start 
iiifomiation, reel information, reach mode information, big win 
information and probability information to the image display devioe (2). 
Game start kiformatipn signal output occurs when the game control 
unit (i)> receives a ^m.e detect s%nal fixim a sensor (not shown) whidi 
has detected that the handle grip (18) , has been turned. 
Reel information signal output occurs when the game control umt (1), 
receives a prize detect signal from a sensor (not shown) that has 
detected that a ball has been won after it bias entered the start feature 
prize aitrances (25.261). 

Reach mode infonnation signsil oiitput occurs when the game control 
unit (1), receives a winning combinatibn detect signal from a btult in 
random: number generator that determines the reel combinations that 
the reels wiU be stopped on before they have stopped, the signal 
originates from the decision that the symbol combinations on the 2 
reels that stop bi^ore all 3 reels have stopped will be the sam«. This 
reach mode information consists of normal r«ach inpde information and 
super reach mode information that oociars when the probability of a big 
win has been increased. 

Big win infonnation sigpaal output occurs when a winning combination 
detect signal is received from the symbol combinations generator 
mentioned above whenS the synibol com^binations on the 3 reels aixt the 
same has been decided. 

Probabili^ fluctuation information signal output occurs when an inbuilt 
probability fluctuation deciding means oh the game control unit {!), 
based on the above big win decision predetermines that for example the 
symbol "7" should be the winning symbol. The game control unit (1) 
outputs the probability fluctuation information and the image display 
device (2) di^lays on the display screen (3a) the prbbabiHty fhictuating 
symbols so that they are combined in a predetermined, wirining 
direction. So for example, by telling the pl^cr that at a certain time 
there is an increased probabiHty of obtaining all winning symbols then 
it is useful for the player. 
[0013] 

As shown in Diagram 1 the image di^lay device comprises of a liquid 
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crystal color panel (3), chaiacfcr generator ROM (CGROM) (4), and 
display control unit (5). The liqiiid ciystal color panel (3), where the 
display screen {3a), is disposed on the firont of the play area (20)(refer to 
Diagram 6), and consists of a X-drive circuit (3b), Y-drive circiait (3c) 
and X-Y control circuit (3d), where the X-Y control dicuit receives 
output from the display control unit (5), and then controls the X-drive 
arcuit (3b), and V-dtive circuit (3c), and by the scanning action of the 
X-di?ve (3b), and Y^drive (3c), circuits is able to display images on the 
displiay Screen (3a), 

In the CGROM (4)* the imaige: data on the reel display (4a) middle 
display (4b) and a numW of sprite screens (4c) are read to comlsose the 
pseudo 3D images. To be able to read the image data, address and colpr. 
palettfc RAM (5c) are Specified in advance. The display control unit (5) 
consists of line RAM (5a), a control unit {5b), consisting of a 1 chip 
micro processor that has a pre specified program to foilbw, and color 
palette RAM (Sc). Buflt into the control unit (5b) is a character 
composition indicating means (5d), and a specific indicating means (5e) 
This control unit (Sb), gets game information suchi aS game start 
information, winning information, reach mode information, big win 
informatipn and probability change ihforriiatibh and the like from the 
^e control unit (1). FrOm the CGRQM (4), it extracts the reel screen 
(4a), middle screen (4b), and the sprite screen (4c), as shown in 
Diagram (2a). The color signals extracted from the color palette RAM 
(5c), are then added tp the extracted reel screen (4a), middle screen f4b) 
and. $pnte screen (4c). The screens with their colors added are then' 
comhmed tp form, as in Diagram (2b) display screen (6), an image 
display that iS displayed on the display screen (3c), of the Uquid ciy^ 
color pm^l The; said character composilion. indicating means 
respondmg to the reel information during gain<s play sent from &c game 
control unit (1), to the control unit (Sb), as illustrated by the composite 
im^geon Diagr^ 4, displays a display image (6), on the display screen 
(3a). Tlie said display image (6), responding to the reel information is a 
comppsibon of the reel screen (4a), niiddle screen (4b), and sprite screen 
4c that was extracted from CGROM (4j; :The specific indicating means 
(5e),. draws a transparent animation character that the character 
<x>i?iposmon indicating means (Sd) has displayed on the display screen 
(Sa) the display image (6), tJiat comprises of the sprite screen {4<J) from 
the infonnatibn sent 1^ the game control unit (1). to the control unit 
[6014]^ ^^^'^ information during game play. 

the said neel screen (4a), is based on a plurality of columns, and 
plurality of lines that have been partitiohed up. into a red area so that 
reel symbols can be virtually displayed on the display screen (Sal 
Columns run vertically while lines run horizontally. Usually in a 
pachinko machine the reel area a matrix of 6 partitions divided into 3 
columns and 3 lines or 9 partitions divided into 3 columns and 3 lines 
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For this example 9 partitions will be used as shown in Diagram 3 where ' 
the reel screen (4a) has the top third part of the area is used for reel 
symbols and the remaining two thirds of the area are available for 
substitute reel symbols. That is, the la line is composed of three reel 
areas (areal, area2, area3) and in each of these areas a reel symbol can 
be displayed. In each of these 3 areas any of the following 15 symbols 
can variably appear. 0-9 and A-E. Moreover, the reel area 4a, the 2^ 
line or the 3^ line can have false symbols variably displayed 'in the 6 
reel areas. As the substitute symbols arc related to each other^ then 
withm these six reel areas, area4 area?, areaS and ai«a8, and 
areas and area©, are each variably displayed. The reel symbols 'CT to 
"9" eaeh have their own substitute symbols,, this substitute symbol is 
the same value as its relative but is larger and has been redesigned with 
legs, arms and or ears. Tlie reel symbols "A* to "ET each have a 
substitute symbol, where each substitiate symbol is a monster that 
differs from the other in movement and expression. 
The aforementioned middle screen {4b); is a screen that gh?es the whole 
screen a special theme or has a bacl^md such as the sky and which 
IS displayed on tiae dispky screfen (3a). The sprite screen (4c), is a 
screen for displ^jnbhg aoimated characters on the display screen (3a). 
[0.0- J. 5j 

Referring to the examples from Diagram 1 and between Diagram 4 to 7 
an e^ilanation -wiR be given. When a power sburce (not shown) is 
turned on the .image display device (2), is started. Hie small reel 
symbols and the large substitute symbols are displayed one above the 
other on the display screen (3a) of tiie liquid crystal color panel (3), and 
the pachinko machine is ready for play. From this situation^ the player 
operates the handle grip (18), illustisated in Diagr^to 7, to start the ball 
shooting device which, then shoots balls. If the balls enter the start 
feature prize entrances (25,26), as illustrated in Diagram 7, the game 
conti-ol tiiiit (1), of Diagram 1, outputs reel informatibri to the display 
control unit (5). Then, the display control unit (5), ejctracts both the 
data images of the reel screen (4a), middle screen (4b), sprite screen 
(4c)^ from CGROM (4), and the color data of tiie reel screen (4a), middle 
screen (4b), sprite screen (4c) from the color palette r6m (5c). At this 
time the color data for the, sprite screen (4c), is ti^sparent. Then, the 
display control unit (5), outputs the image data and the cjolor data to X- 
Y control circuits (3d) of the liquid crystal cok>r panel (3). The X-Y 
control circuit then combines the reel screen (4a), middle screen (4b) 
spnte screen (4c), so as; to fee displayed on the display screen (Sal. So 
when the balls enter the start feature prize entrances it appears that 
the reel symbols and the substitute syinbcils begin to spin on the 
«iisplay screen f3ai 

{0016] 

Here an e3q>lanati(ai of the process of the reel spin to the big win as 
shown in Diagram 4 to Diagram 6 is given. Firstly, when the reels are 
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spinning, on each reel on the line the reel symbols that are 

represented as the numbers "0" to or the letters "A" to and on 

the lower lines the substitute symbols that are represented by colorful 

eggs appear to be spinnuig. After a predetermined time period, the, reel 

symbols and the substitute symbols on each reel stop sequentially for . 

e^mple the reels stop in. order from reel 1 to reel 3. Before the reel 

symbol and the substitute symbol on reel 3 stop, if the reel symbols and 

the substitute symbols on reels 1 and 2 have stopped so that they both 

have the same symbols then reach muode is obtained. In other words; as 

shown in step 101 of Diagram 4, the reel symbol on the first reel is "T" 

and the substitute ^rmbol is "human 7' as well on the 2°^ reel the reel 

symbol is V and the substitute symbol is Tbumianr'. The reel symbol 

on the 3"i reeli "2"; spinning speed b^s to slow down. Following on to 

step 102, in front of (above) the siabsdtute characters a transparent 

"CHAl^CEir animated character appears. Next in step ld3 and step 104 

the aforementioned animlated character moves from left to right The 

cycle of reel spin to reach mode to big win is finished. 
[00171 

Step 101 of Diagram 4 that shows the display image (6), is shown as a 
screen composition in Diagram (5). In other words, the display irnage (6) 
shown bgr picture A in Dia^tiin 5 is the same; as the display image (6) 
shown in step 101 of Diagram 4. Diagram 5 illustrates the whole area of 
the screai and that fear shortening piirpose the transparent sprite 
screen (4c}, positioned in front has been omitted. Further picture B of 
Diagram 5 shows the position of the middle screen {4b), and below that 
picture C shows the Ibcatioti of the reel screen. So that it can be seen 
that the reel screen (4a), the middlie screen (4b) and the sprite screen 
{4c) are on top, of each other. That is, the middle screen (4b) that occurs 
m picture B shows that the substitute spmbol area of Diagram C, area4 
to area 9, (7^, is transparent as well as showing, that the reel symbols 
area in pictiire C. areal to area 3, (Tb) is transparent It also shows that 
other areas (7c) are tiled in blue shades. In picture c: the scroll screen 
(4a) shows that on the first line the reel symtwis "7" "7" and *2" arc 
displayed and the substitute characters "humahT" "hurnan?" arid 
"colorful egg' arte displayed. In picture C, in the reel screen {4a) the area 
displaying the reel symbols, area I to area 3, (7d) is transparent. 
Pictures B and C in Diagram 5 show the composition of the middle 
screen (4b) and the reel screen(4c) and are common to what is shown iii 
Diagram 4 step 101 to step 104 showing the process of reel spin tmtil 
big ynn has finished. Thu? by combining the sprite screen (4c), that is 
not shown, with the nuddle screen (4b) and the reel screen {4a), then 
picture C in Diag r am 5 becomes the same as the display image (61 
(0018J V ^• 

The above step 102 of Diagram 4 shows the display image (6) which is 
now ilhistrated in Diagram 6. That is, the display image (6) shown by 
picture A in Diagram 6 is the same as the display image (6) shown in 
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step 102 in Diagram 4. The sprite screen (4c) is positioned on top in 
pictuire B of Diagram 6, next the middle screen (4b) shown in picture C 
of Diagram 5 is positianed, and below that in picture D the reel screen 
(4a) is positioned so that the reel screen (4a). the middle screen (4b) and 
the sprite screen (4c) are cqmbitiied together, hi other words, picture B 
in Diagram 6 illustrates that the inside the transparent area (7e) there 
is an animated character depicted as "CHANCE!!* The middle 
screen(4b) shown in picture C of Piagram 6 is the same as picture B in 
diagram 5. The scroll screen (4a) shown in picture D of Diagram 6 is 
the same as picture C in Diagram 5 
(0019>] 

As reqfuired> the process diescribed in DiagrjOin 4, shows that by the 
appearance of probability fluctuation symbols reach mode is obtained 
and on top of the reel symbols ilic transparent animated character 
''CHANCEn" moves aa-oss the screen from left to right at a fixed speed. 
The animation character does not delete the reel symbols or substitute 
symbols, so that when the probability of winning increases due to a big 
win,, this change to a higher probability can be relayed to the player and 
thuis hieightehs the level of excitement of tame plav. 
[0Q20J 

The resuk is, by combining a sprite screen (4c), a middle screen (4b) 
aiid a reel screen (4a) during reel spin, a pseudb 3D image can b^ 
created to give more ejcpression to the reach mode action. That is as 
described in the prior art, it was necessary to create multiple frames 
. and replace each one of these one; by one to and -wrhen animated 
characters or text where displayed they replaced the rcei screen and 
symbols. Compared to that, in this example, it is shown that it is 
possible^ without having to change between the large amounts of image 
data and color data of the reel screen (4a), that by just changing to 
using the sprite screen (4c) that does not contain a lot of image data or 
color data; the reach tnode iiifdrmation can be precisely relayed to the 
player. Therefore, by limiting the amount of data required, a pseudo 3D 
iniage caii be variable displayed. Additionally, when in reach mode 
caused by the appearance; of probability fluctuating symbols, the 
animated character of chance can enlarged to precisely create 
excitement which improves the playability of the game. Further 
because the middle screen (4b) and the sprite screen (4c) are used 
rather than the reel screen (4a)j the amount of image data and color 
data is: reduced because there is a larger araoxmt of transparency 
onginating from.using th^. middle screen (4b) aiid the sprite screen (4cl 
u? front of the reel screen (4a). 
(0021 J 

In the example^ it was e3q)lained how the pipbability fluctuation durii^ 
reach mode resulted in a transparent character being moved across the 
screen in a predefined direction at a fixed speed. However,, it is possible 
to have the animated character still on the screen, or have the animated 
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move aU over the screen in different directions freely, and possible to 
display animated characters on the middle screen. 

While this explanation was describing a pachinlw machine this 
invention is not limited to just pachiiiko machines but is applicable to 
game machines such as slot machines and the like. For a person skilled 
in the art it is appreciated that in regards to slot machines the above 
example concerning game start information or reel spin information 
coidd be easily appUed when coins inserted into the slot machine are 
[0^3]^ °^ ^ button is used to stop the reels spinning. 

[Effect of the Invention) 

Uke above, from this invention, by combining the animation character 
on the sprite screen, the picture or color of the middle screen, the reel 
^bols on the reel screen on top of each other and variably displaying 
this on a Hiquid . crystal color panel, the data required for these 
variations is mininaized to the utmost, so that reach mode animations 
can be displayed in pseudo 3D form has never been able to be carried 
out until now. By combining these images on top of each other and 
drawing transparent characters in front of the reel screen without 
havmg to replace large amoomts of data for images and color while 
providing precise reach mode information to the player on the liquid 
crystal color panel, the new level of excitement created by this is the 
effect of the invention. Also, turning characters into animated 
characters and allowing these ariimated characters to move across the 
display at a fixed speed provides for a broader expression of the reach 
mode and thus provides for even more precise information on the reach 
mode situation to the player is an effect of the invention. 

Desc^ption of the Drawings] 

[Diagram 1] shows the composition of the ^me control unit and image 
^splay device in a pachinko machine. 

[Diagram 2] shows the process of the image display device from its 
potential state to its actual state. 

[Diagram 3] shows the area of the reel screen. 
[Diagram 4) shows the process in the changes in display frx)m reel spin 

^ b'g win 

(Diagram 5] shows the composition of the display at initial reach mode. 
[Dia^m 6) shows Uie composition of the display just before the last 
je^l stops during reach mode, 

piagram 7] Is an example of a pachinko machine 
[Descnption of Notations] 

5 T- .5^^ display device 

^ Liquid crystal color panel 

3 a Liquid crystal color panel display screen 

4 CGROM (Character Generator ROM) 
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